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1
METHOD AND APPARATUS FOR
COMMUNICATING INFORMATION ABOUT
NETWORKED GAMING MACHINES TO
PROSPECTIVE PLAYERS

CROSS REFERENCE TO RELATED
APPLICATION

This application is a divisional of, and claims priority to
U.S. patent application Ser. No. 13/445,355 filed on Apr. 12,
2012, which is incorporated herein in its entirety.

FIELD OF THE INVENTION

This disclosure relates generally to methods and apparatus
for communicating information about networked gaming
machines to players and prospective players and more
particularly to such methods and apparatus that are auto-
mated.

BACKGROUND

In many situations in life people find themselves in need
of information, advice, or an opinion about a decision. After
a decision is made and acted upon, many people find it
satisfying to feel affirmed, and this is true regardless of the
outcome. For example, if the outcome of the action is not as
good as hoped, an empathetic response can be affirming.
And of course if there is a successful outcome, some
celebration and sympathetic joy is affirming.

One such situation is a decision to purchase goods or
services that arises from a need or desire on the part of the
prospective purchaser. This need or desire may arise spon-
taneously or it may be a result of marketing or advertising
directed to a specific product or service. Another such
situation is gaming. Much of the fun of gaming is anticipa-
tion of successful outcomes that result from making deci-
sions according to the rules of the game. And this is true
regardless of whether the gaming is for fun, for a fee, or
based on a wager that might produce an award.

One type of familiar game is a television game show.
Although there is variety from show to show, there are
themes common to virtually all such shows. One common
aspect is the game show host. Most hosts excel at creating
hope on the part of each contestant and affirming each in a
manner appropriate to the results of his or her play. Of
course the host guides and directs game play but generating
hope and affirming player actions is an equally significant
role for the host.

In gaming, especially where wagering is involved, and in
purchasing goods and services, most people left to their own
feel that they are in a somewhat adversarial role with the
casino or seller, respectively. Most people who wager under-
stand that the house has to take a cut of the total of all
amounts wagered to stay in business and that the games are
designed to generate that casino profit. In short, over time
and on average, the players win less than they wager.

In connection with the purchase of goods or services,
some sellers are more quality conscious or more ethical than
others. This creates a market where some ostensibly equiva-
lent purchases have more value than others. As a result, a
consumer cast into a market without advice or knowledge
may be apprehensive.

Some sellers of goods and services provide additional
information beyond urging a consumer to make a purchase.
For example some online sellers track prior purchases of the
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consumer and make suggestions based on that history.
Others track online activity and serve ads based on websites
visited.

In contrast to providing information based a consumer’s
history, information may be provided concerning the envi-
ronment in which the consumer is operating to assist him or
her in making decisions. For example, it is known in gaming
to provide information to players about specific machines
that are paying jackpots either above or below par, which is
the theoretical hold percentage set by the game’s pay table.
As is known, an electronic gaming device, such as a slot
machine, is typically set to pay a percentage of all wagers
made as jackpots. A typical such percentage may be around,
e.g., 92%. This leaves the casino, on average and over time,
with 8% of the wagers on that machine. But since the
outcomes are all random, there can be random variations in
either direction from the set percentage. As a result, some
machines are temporarily “hot,” i.e., paying more jackpots
than par and others are temporarily “cold,” i.e., paying fewer
jackpots than par.

Many players have a preference for either a hot or a cold
machine. If a machine is hot, he or she wants to take
advantage and get their share. And some prefer a cold
machine, the thinking being that it is overdue for a jackpot.
Of course each outcome is random, but many players are
superstitious, and casinos are happy to cater to them within
the confines of gaming regulations. There is prior art in
which a map of the casino floor shows hot and cold
machines via color codes, enabling a player to find a
machine that is currently in the condition preferred by the
player.

Both the online sellers and advertisers, on the one hand,
and the casino that generates a map of hot and cold
machines, on the other hand, are providing additional data
that can be helpful in making a decision. In the online
instance, the data is based on historical information about
the person who is making the decision; in the casino, the data
is based on historical information about the environment in
which the person must decide. While the additional infor-
mation is helpful, there may not be someone there from
whom the consumer can solicit advice or opinions or who
will provide affirmation after the decision is made.

What is needed in these situations is a trusted advisor.
Sometimes people turn to a friend for advice and support
when making these kinds of decisions. A trusted personal
friend is about the best advisor to be had. That person knows
and understands the person making the decision, how the
ramifications of various outcomes might affect the person,
and what values the person holds that might influence the
decision. A recommendation from such a trusted friend
inspires confidence and hope. And regardless of the outcome
that flows from the decision, nothing can match the presence
of a close friend to provide affirmation, either celebratory
when the outcome is good or empathetic and supportive
when it is not.

It is possible to create hope and affirmation in circum-
stances similar to these utilizing a virtual persona. Such a
persona may draw on historical information, either about the
decision maker, the environment in which the decision
maker operates, or both. The persona can inspire trust and
confidence in a variety of ways, e.g., displaying the out-
comes of past recommendations. In the case of several
personae who advise about the same issue, such displayed
results can produce competition for the allegiance of the
decision maker based on the respective results of the
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personae. In addition, a persona can monitor outcomes and
respond accordingly, either with celebration or with empa-
thy.

What is more, a decision maker can be drawn into the
“life” of the personae using computer technologies for
analyzing text or other communications generated by the
decision maker and responding accordingly. Beyond gen-
eration of trust, interest by the decision maker can be built
by generating a story about the persona and, in the case of
multiple personae, interactions among them. In these ways,
a relationship with virtual personae can be built. The deci-
sion maker can come to know and appreciate the persona as
a source of entertainment, information, hope, and affirma-
tion. In such cases, the persona may be able to exert
substantial influence on the acts of a person.

In one aspect, novel information regarding the hot and
cold machines is communicated to the player other than
through a virtual persona, but this information may also be
communicated via a virtual persona with the accompanying
benefits outlined above.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1A is a functional block diagram that illustrates a
gaming device according to embodiments of the invention.

FIG. 1B is an isometric view of the gaming device
illustrated in FIG. 1A.

FIGS. 2A, 2B, and 2C are detail diagrams of exemplary
types of gaming devices according to embodiments of the
invention.

FIG. 3 is a functional block diagram of networked gaming
devices according to embodiments of the invention.

FIG. 4 is a schematic diagram illustrating an embodiment
that incorporates the present invention.

FIGS. 5-13 illustrate various stages of communication via
a first virtual persona implemented on a display.

FIGS. 14-20 illustrate stages of communication via a
second virtual persona implemented on a display.

FIG. 21 is a schematic diagram illustrating an alternate
embodiment.

DETAILED DESCRIPTION

FIGS. 1A and 1B illustrate example gaming devices
according to embodiments of the invention.

Referring to FIGS. 1A and 1B, a gaming device 10 is an
electronic gaming machine. Although an electronic gaming
machine or “slot” machine is illustrated, various other types
of devices may be used to wager monetarily based credits on
a game of chance in accordance with principles of the
invention. The term “electronic gaming device” is meant to
include various devices such as electro-mechanical spin-
ning-reel type slot machines, video slot machines, and video
poker machines, for instance. Other gaming devices may
include computer-based gaming machines, wireless gaming
devices, multi-player gaming stations, modified personal
electronic gaming devices (such as cell phones), personal
computers, server-based gaming terminals, and other similar
devices. Although embodiments of the invention will work
with all of the gaming types mentioned, for ease of illus-
tration the present embodiments will be described in refer-
ence to the electronic gaming machine 10 shown in FIGS.
1A and 1B.

The gaming device 10 includes a cabinet 15 housing
components to operate the gaming device 10. The cabinet 15
may include a gaming display 20, a base portion 13, a top
box 18, and a player interface panel 30. The gaming display
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20 may include mechanical spinning reels (FIG. 2A), a
video display (FIGS. 2B and 2C), or a combination of both
spinning reels and a video display (not shown). The gaming
cabinet 15 may also include a credit meter 27 and a coin-in
or bet meter 28. The credit meter 27 may indicate the total
number of credits remaining on the gaming device 10 that
are eligible to be wagered. In some embodiments, the credit
meter 27 may reflect a monetary unit, such as dollars.
However, it is often preferable to have the credit meter 27
reflect a number of “credits,’ rather than a monetary unit. The
bet meter 28 may indicate the amount of credits to be
wagered on a particular game. Thus, for each game, the
player transfers the amount that he or she wants to wager
from the credit meter 27 to the bet meter 28. In some
embodiments, various other meters may be present, such as
meters reflecting amounts won, amounts paid, or the like. In
embodiments where the gaming display 20 is a video
monitor, the information indicated on the credit meters may
be shown on the gaming display itself 20 (FIG. 2B).

The base portion 13 may include a lighted panel 14, a coin
return (not shown), and a gaming handle 12 operable on a
partially rotating pivot joint 11. The game handle 12 is
traditionally included on mechanical spinning-reel games,
where the handle may be pulled toward a player to initiate
the spinning of reels 22 after placement of a wager. The top
box 18 may include a lighted panel 17, a video display (such
as an LCD monitor), a mechanical bonus device (not
shown), and a candle light indicator 19. The player interface
panel 30 may include various devices so that a player can
interact with the gaming device 10.

The player interface panel 30 may include one or more
game buttons 32 that can be actuated by the player to cause
the gaming device 10 to perform a specific action. For
example, some of the game buttons 32 may cause the
gaming device 10 to bet a credit to be wagered during the
next game, change the number of lines being played on a
multi-line game, cash out the credits remaining on the
gaming device (as indicated on the credit meter 27), or
request assistance from casino personnel, such as by lighting
the candle 19. In addition, the player interface panel 30 may
include one or more game actuating buttons 33. The game
actuating buttons 33 may initiate a game with a pre-specified
amount of credits. On some gaming devices 10 a “Max Bet”
game actuating button 33 may be included that places the
maximum credit wager on a game and initiates the game.
The player interface panel 30 may further include a bill
acceptor 37 and a ticket printer 38. The bill acceptor 37 may
accept and validate paper money or previously printed
tickets with a credit balance. The ticket printer 38 may print
out tickets reflecting the balance of the credits that remain on
the gaming device 10 when a player cashes out by pressing
one of the game buttons 32 programmed to cause a ‘cash-
out.” These tickets may be inserted into other gaming
machines or redeemed at a cashier station or kiosk for cash.

The gaming device 10 may also include one or more
speakers 26 to transmit auditory information or sounds to the
player. The auditory information may include specific
sounds associated with particular events that occur during
game play on the gaming device 10. For example, a par-
ticularly festive sound may be played during a large win or
when a bonus is triggered. The speakers 26 may also
transmit “attract” sounds to entice nearby players when the
game is not currently being played.

The gaming device 10 may further include a secondary
display 25. This secondary display 25 may be a vacuum
fluorescent display (VFD), a liquid crystal display (LCD), a
cathode ray tube (CRT), a plasma screen, or the like. The
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secondary display 25 may show any combination of primary
game information and ancillary information to the player.
For example, the secondary display 25 may show player
tracking information, secondary bonus information, adver-
tisements, or player selectable game options.

The gaming device 10 may include a separate information
window (not shown) dedicated to supplying any combina-
tion of information related to primary game play, secondary
bonus information, player tracking information, secondary
bonus information, advertisements or player selectable game
options. This window may be fixed in size and location or
may have its size and location vary temporally as commu-
nication needs change. One example of such a resizable
window is International Game Technology’s “service win-
dow”. Another example is Las Vegas Gaming Incorporated’s
retrofit technology which allows information to be placed
over areas of the game or the secondary display screen at
various times and in various situations.

The gaming device 10 includes a microprocessor 40 that
controls operation of the gaming device 10. If the gaming
device 10 is a standalone gaming device, the microprocessor
40 may control virtually all of the operations of the gaming
devices and attached equipment, such as operating game
logic stored in memory (not shown) as firmware, controlling
the display 20 to represent the outcome of a game, commu-
nicating with the other peripheral devices (such as the bill
acceptor 37), and orchestrating the lighting and sound ema-
nating from the gaming device 10. In other embodiments
where the gaming device 10 is coupled to a network 50, as
described below, the microprocessor 40 may have different
tasks depending on the setup and function of the gaming
device. For example, the microprocessor 40 may be respon-
sible for running the base game of the gaming device and
executing instructions received over the network 50 from a
bonus server or player tracking server. In a server-based
gaming setup, the microprocessor 40 may act as a terminal
to execute instructions from a remote server that is running
game play on the gaming device.

The microprocessor 40 may be coupled to a machine
communication interface (MCI) 42 that connects the gaming
device 10 to a gaming network 50. The MCI 42 may be
coupled to the microprocessor 40 through a serial connec-
tion, a parallel connection, an optical connection, or in some
cases a wireless connection. The gaming device 10 may
include memory 41 (MEM), such as a random access
memory (RAM), coupled to the microprocessor 40 and
which can be used to store gaming information, such as
storing total coin-in statistics about a present or past gaming
session, which can be communicated to a remote server or
database through the MCI 42. The MCI 42 may also
facilitate communication between the network 50 and the
secondary display 25 or a player tracking unit 45 housed in
the gaming cabinet 15.

The player tracking unit 45 may include an identification
device 46 and one or more buttons 47 associated with the
player tracking unit 45. The identification device 46 serves
to identify a player, by, for example, reading a player-
tracking device, such as a player tracking card that is issued
by the casino to individual players who choose to have such
a card. The identification device 46 may instead, or addi-
tionally, identify players through other methods. Player
tracking systems using player tracking cards and card read-
ers 46 are known in the art. Briefly summarizing such a
system, a player registers with the casino prior to commenc-
ing gaming. The casino issues a unique player-tracking card
to the player and opens a corresponding player account that
is stored on a server or host computer, described below with
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reference to FIG. 3. The player account may include the
player’s name and mailing address and other information of
interest to the casino in connection with marketing efforts.
Prior to playing one of the gaming devices in the casino, the
player inserts the player tracking card into the identification
device 46 thus permitting the casino to track player activity,
such as amounts wagered, credits won, and rate of play.

To induce the player to use the card and be an identified
player, the casino may award each player points proportional
to the money or credits wagered by the player. Players
typically accrue points at a rate related to the amount
wagered, although other factors may cause the casino to
award the player various amounts. The points may be
displayed on the secondary display 25 or using other meth-
ods. In conventional player tracking systems, the player may
take his or her card to a special desk in the casino where a
casino employee scans the card to determine how many
accrued points are in the player’s account. The player may
redeem points for selected merchandise, meals in casino
restaurants, or the like, which each have assigned point
values. In some player tracking systems, the player may use
the secondary display 25 to access their player tracking
account, such as to check a total number of points, redeem
points for various services, make changes to their account,
or download promotional credits to the gaming device 10. In
other embodiments, the identification device 46 may read
other identifying cards (such as driver licenses, credit cards,
etc.) to identify a player and match them to a corresponding
player tracking account. Although FIG. 1A shows the player
tracking unit 45 with a card reader as the identification
device 46, other embodiments may include a player tracking
unit 45 with a biometric scanner, PIN code acceptor, or other
methods of identifying a player to pair the player with their
player tracking account.

During typical play on a gaming device 10, a player plays
a game by placing a wager and then initiating a gaming
session. The player may initially insert monetary bills or
previously printed tickets with a credit value into the bill
acceptor 37. The player may also put coins into a coin
acceptor (not shown) or a credit, debit or casino account card
into a card reader/authorizer (not shown). In other embodi-
ments, stored player points or special ‘bonus points’
awarded to the player or accumulated and/or stored in a
player account may be able to be substituted at or transferred
to the gaming device 10 for credits or other value. For
example, a player may convert stored loyalty points to
credits or transfer funds from his bank account, credit card,
casino account or other source of funding. The selected
source of funding may be selected by the player at time of
transfer, determined by the casino at the time of transfer or
occur automatically according to a predefined selection
process. One of skill in the art will readily see that this
invention is useful with all gambling devices, regardless of
the manner in which wager value-input is accomplished.

The credit meter 27 displays the numeric credit value of
the money or other value inserted, transferred, or stored
dependent on the denomination of the gaming device 10.
That is, if the gaming device 10 is a nickel slot machine and
a $20 bill inserted into the bill acceptor 37, the credit meter
will reflect 400 credits or one credit for each nickel of the
inserted twenty dollars. For gaming devices 10 that support
multiple denominations, the credit meter 27 will reflect the
amount of credits relative to the denomination selected.
Thus, in the above example, if a penny denomination is
selected after the $20 is inserted the credit meter will change
from 400 credits to 2000 credits.
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A wager may be placed by pushing one or more of the
game buttons 32, which may be reflected on the bet meter
28. That is, the player can generally depress a “bet one”
button (one of the buttons on the player interface panel 30,
such as 32), which transfers one credit from the credit meter
27 to the bet meter 28. Each time the button 32 is depressed
an additional single credit transfers to the bet meter 28 up to
a maximum bet that can be placed on a single play of the
electronic gaming device 10. The gaming session may be
initiated by pulling the gaming handle 12 or depressing the
spin button 33. On some gaming devices 10, a “max bet”
button (another one of the buttons 32 on the player interface
panel 30) may be depressed to wager the maximum number
of credits supported by the gaming device 10 and initiate a
gaming session.

If the gaming session does not result in any winning
combination, the process of placing a wager may be repeated
by the player. Alternatively, the player may cash out any
remaining credits on the credit meter 27 by depressing the
“cash-out” button (another button 32 on the player interface
panel 30), which causes the credits on the credit meter 27 to
be paid out in the form of a ticket through the ticket printer
38, or may be paid out in the form of returning coins from
a coin hopper (not shown) to a coin return tray.

If instead a winning combination (win) appears on the
display 20, the award corresponding to the winning combi-
nation is immediately applied to the credit meter 27. For
example, if the gaming device 10 is a slot machine, a
winning combination of symbols 23 may land on a played
payline on reels 22. If any bonus games are initiated, the
gaming device 10 may enter into a bonus mode or simply
award the player with a bonus amount of credits that are
applied to the credit meter 27.

FIGS. 2A to 2C illustrate exemplary types of gaming
devices according to embodiments of the invention. FIG. 2A
illustrates an example spinning-reel gaming machine 10A,
FIG. 2B illustrates an example video slot machine 10B, and
FIG. 2C illustrates an example video poker machine 10C.

Referring to FIG. 2A, a spinning-reel gaming machine
10A includes a gaming display 20A having a plurality of
mechanical spinning reels 22A. Typically, spinning-reel
gaming machines 10A have three to five spinning reels 22A.
Each of the spinning reels 22A has multiple symbols 23A
that may be separated by blank areas on the spinning reels
22A, although the presence of blank areas typically depends
on the number of reels 22A present in the gaming device
10A and the number of different symbols 23A that may
appear on the spinning reels 22A. Each of the symbols 22A
or blank areas makes up a “stop” on the spinning reel 22A
where the reel 22A comes to rest after a spin. Although the
spinning reels 22A of various games 10A may have various
numbers of stops, many conventional spinning-reel gaming
devices 10A have reels 22A with twenty two stops.

During game play, the spinning reels 22A may be con-
trolled by stepper motors (not shown) under the direction of
the microprocessor 40 (FIG. 1A). Thus, although the spin-
ning-reel gaming device 10A has mechanical based spinning
reels 22A, the movement of the reels themselves is elec-
tronically controlled to spin and stop. This electronic control
is advantageous because it allows a virtual reel strip to be
stored in the memory 41 of the gaming device 10A, where
various “virtual stops” are mapped to each physical stop on
the physical reel 22A. This mapping allows the gaming
device 10A to establish greater awards and bonuses avail-
able to the player because of the increased number of
possible combinations afforded by the virtual reel strips.
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A gaming session on a spinning reel slot machine 10A
typically includes the player pressing the “bet-one” button
(one of the game buttons 32A) to wager a desired number of
credits followed by pulling the gaming handle 12 (FIGS. 1A,
1B) or pressing the spin button 33A to spin the reels 22A.
Alternatively, the player may simply press the “max-bet”
button (another one of the game buttons 32A) to both wager
the maximum number of credits permitted and initiate the
spinning of the reels 22A. The spinning reels 22A may all
stop at the same time or may individually stop one after
another (typically from left to right) to build player antici-
pation. Because the display 20A usually cannot be physi-
cally modified, some spinning reel slot machines 10A
include an electronic display screen in the top box 18 (FIG.
1B), a mechanical bonus mechanism in the top box 18, or a
secondary display 25 (FIG. 1A) to execute a bonus.

Referring to FIG. 2B, a video gaming machine 10B may
include a video display 20B to display virtual spinning reels
22B and various other gaming information 21B. The video
display 20B may be a CRT, LCD, plasma screen, or the like.
It is usually preferable that the video display 20B be a
touchscreen to accept player input. A number of symbols
23A appear on each of the virtual spinning reels 22B.
Although FIG. 2B shows five virtual spinning reels 22B, the
flexibility of the video display 20B allows for various reel
22B and game configurations. For example, some video slot
games 10B spin reels for each individual symbol position (or
stop) that appears on the video display 20B. That is, each
symbol position on the screen is independent of every other
position during the gaming sessions. In these types of
games, very large numbers of pay lines or multiple super
scatter pays can be utilized since similar symbols could
appear at every symbol position on the video display 20B.
On the other hand, other video slot games 10B more closely
resemble the mechanical spinning reel games where sym-
bols that are vertically adjacent to each other are part of the
same continuous virtual spinning reel 22B.

Because the virtual spinning reels 22B, by virtue of being
computer implemented, can have almost any number of
stops on a reel strip, it is much easier to have a greater
variety of displayed outcomes as compared to spinning-reel
slot machines 10A (FIG. 2A) that have a fixed number of
physical stops on each spinning reel 22A.

With the possible increases in reel 22B numbers and
configurations over the mechanical gaming device 10A,
video gaming devices 10B often have multiple paylines 24
that may be played. By having more paylines 24 available to
play, the player may be more likely to have a winning
combination when the reels 22B stop and the gaming session
ends. However, since the player typically must wager at least
a minimum number of credits to enable each payline 24 to
be eligible for winning, the overall odds of winning are not
much different, if at all, than if the player is wagering only
on a single payline. For example, in a five line game, the
player may bet one credit per payline 24 and be eligible for
winning symbol combinations that appear on any of the five
played paylines 24. This gives a total of five credits wagered
and five possible winning paylines 24. If, on the other hand,
the player only wagers one credit on one payline 24, but
plays five gaming sessions, the odds of winning would be
identical as above: five credits wagered and five possible
winning paylines 24.

Because the video display 20B can easily modify the
image output by the video display 20B, bonuses, such as
second screen bonuses are relatively easy to award on the
video slot game 10B. That is, if a bonus is triggered during
game play, the video display 20B may simply store the
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resulting screen shot in memory and display a bonus
sequence on the video display 20B. After the bonus
sequence is completed, the video display 20B may then
retrieve the previous screen shot and information from
memory, and re-display that image.

Also, as mentioned above, the video display 20B may
allow various other game information 21B to be displayed.
For example, as shown in FIG. 2B, banner information may
be displayed above the spinning reels 22B to inform the
player, perhaps, which symbol combination is needed to
trigger a bonus. Also, instead of providing a separate credit
meter 27 (FIG. 1A) and bet meter 28, the same information
can instead be displayed on the video display 20B. In
addition, “soft buttons” 29B such as a “spin” button or
“help/see pays” button may be built using the touch screen
video display 20B. Such customization and ease of changing
the image shown on the display 20B adds to the flexibility
of the game 10B.

Even with the improved flexibility afforded by the video
display 20B, several physical buttons 32B and 33B are
usually provided on video slot machines 10B. These buttons
may include game buttons 32B that allow a player to choose
the number of paylines 24 he or she would like to play and
the number of credits wagered on each payline 24. In
addition, a max bet button (one of the game buttons 32B)
allows a player to place a maximum credit wager on the
maximum number of available paylines 24 and initiate a
gaming session. A repeat bet or spin button 33B may also be
used to initiate each gaming session when the max bet button
is not used.

Referring to FIG. 2C, a video poker gaming device 10C
may include a video display 20C that is physically similar to
the video display 20B shown in FIG. 2B. The video display
20C may show a poker hand of five cards 23C and various
other player information 21C including a paytable for vari-
ous winning hands, as well as a plurality of player selectable
soft buttons 29C. The video display 20C may present a poker
hand of five cards 23C and various other player information
21C including a number of player selectable soft (touch-
screen) buttons 29C and a paytable for various winning
hands. Although the embodiment illustrated in FIG. 3C
shows only one hand of poker on the video display 20C,
various other video poker machines 10C may show several
poker hands (multi-hand poker). Typically, video poker
machines 10C play “draw” poker in which a player is dealt
a hand of five cards, has the opportunity to hold any
combination of those five cards, and then draws new cards
to replace the discarded ones. All pays are usually given for
winning combinations resulting from the final hand,
although some video poker games 10C may give bonus
credits for certain combinations received on the first hand
before the draw. In the example shown in FIG. 2C a player
has been dealt two aces, a three, a six, and a nine. The video
poker game 10C may provide a bonus or payout for the
player having been dealt the pair of aces, even before the
player decides what to discard in the draw. Since pairs, three
of a kind, etc. are typically needed for wins, a player would
likely hold the two aces that have been dealt and draw three
cards to replace the three, six, and nine in the hope of
receiving additional aces or other cards leading to a winning
combination with a higher award amount. After the draw and
revealing of the final hand, the video poker game 10C
typically awards any credits won to the credit meter.

The player selectable soft buttons 29C appearing on the
screen respectively correspond to each card on the video
display 20C. These soft buttons 29C allow players to select
specific cards on the video display 20C such that the card
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corresponding to the selected soft button is “held” before the
draw. Typically, video poker machines 10C also include
physical game buttons 32C that correspond to the cards in
the hand and may be selected to hold a corresponding card.
A deal/draw button 33C may also be included to initiate a
gaming session after credits have been wagered (with a bet
button 32C, for example) and to draw any cards not held
after the first hand is displayed.

Although examples of a spinning reel slot machine 10A,
a video slot machine 10B, and a video poker machine 10C
have been illustrated in FIGS. 2A-2C, gaming machines and
various other types of gaming devices known in the art are
contemplated and are within the scope of the invention.

FIG. 3 is a block diagram illustrating networked gaming
devices according to embodiments of the invention. Refer-
ring to FIG. 3, multiple electronic gaming devices (EGMs)
70,71, 72, 73,74, and 75 may be coupled to one another and
coupled to a remote server 80 through a network 50. For ease
of understanding, gaming devices or EGMs 70, 71, 72, 73,
74, and 75 are generically referred to as EGMs 70-75. The
term EGMs 70-75, however, may refer to any combination
of one or more of EGMs 70, 71, 72, 73, 74, and 75.
Additionally, the gaming server 80 may be coupled to one or
more gaming databases 90. These gaming network 50 con-
nections may allow multiple gaming devices 70-75 to
remain in communication with one another during particular
gaming modes such as tournament play or remote head-to-
head play. Although some of the gaming devices 70-75
coupled on the gaming network 50 may resemble the
gaming devices 10, 10A, 10B, and 10C shown in FIGS.
1A-1B and 2A-2C, other coupled gaming devices 70-75
may include differently configured gaming devices. For
example, the gaming devices 70-75 may include traditional
slot machines 75 directly coupled to the network 50, banks
of gaming devices 70 coupled to the network 50, banks of
gaming devices 70 coupled to the network through a bank
controller 60, wireless handheld gaming machines 72 and
cell phones 73 coupled to the gaming network 50 through
one or more wireless routers or antennas 61, personal
computers 74 coupled to the network 50 through the internet
62, and banks of gaming devices 71 coupled to the network
through one or more optical connection lines 64. Addition-
ally, some of the traditional gaming devices 70, 71, and 75
may include electronic gaming tables, multi-station gaming
devices, or electronic components operating in conjunction
with non-gaming components, such as automatic card read-
ers, chip readers, and chip counters, for example.

Gaming devices 71 coupled over an optical line 64 may
be remote gaming devices in a different location or casino.
The optical line 64 may be coupled to the gaming network
50 through an electronic to optical signal converter 63 and
may be coupled to the gaming devices 71 through an optical
to electronic signal converter 65. The banks of gaming
devices 70 coupled to the network 50 may be coupled
through a bank controller 60 for compatibility purposes, for
local organization and control, or for signal buffering pur-
poses. The network 50 may include serial or parallel signal
transmission lines and carry data in accordance with data
transfer protocols such as FEthernet transmission lines,
Rs-232 lines, firewire lines, USB lines, or other communi-
cation protocols. Although not shown in FIG. 3, substan-
tially the entire network 50 may be made of fiber optic lines
or may be a wireless network utilizing a wireless protocol
such as IEEE 802.11 a, b, g, or n, Zigbee, RF protocols,
optical transmission, near-field transmission, or the like.

As mentioned above, each gaming device 70-75 may have
an individual processor 40 (FIG. 1A) and memory 41 to run
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and control game play on the gaming device 70-75, or some
of the gaming devices 70-75 may be terminals that are run
by a remote server 80 in a server based gaming environment.
Server based gaming environments may be advantageous to
casinos by allowing fast downloading of particular game
types or themes based on casino preference or player selec-
tion. Additionally, tournament based games, linked games,
and certain game types, such as BINGO or keno may benefit
from at least some server 80 based control.

Thus, in some embodiments, the network 50, server 80,
and database 90 may be dedicated to communications
regarding specific game or tournament play. In other
embodiments, however, the network 50, server 80, and
database 90 may be part of a player tracking network. For
player tracking capabilities, when a player inserts a player
tracking card in the card reader 46 (FIG. 1A), the player
tracking unit 45 sends player identification information
obtained on the card reader 46 through the MCI 42 over the
network 50 to the player tracking server 80, where the player
identification information is compared to player information
records in the player database 90 to provide the player with
information regarding their player account or other features
at the gaming device 10 where the player is wagering.
Additionally, multiple databases 90 and/or servers 80 may
be present and coupled to one or more networks 50 to
provide a variety of gaming services, such as both game/
tournament data and player tracking data.

The various systems described with reference to FIGS.
1-3 can be used in a number of ways. For instance, the
systems can be used to track data about various players. The
tracked data can be used by the casino to provide additional
benefits to players, such as extra bonuses or extra benefits
such as bonus games and other benefits as described above.
These added benefits further entice the players to play at the
casino that provides the benefits.

Turning now to FIG. 4, indicated generally at 92 is a
system constructed according to the present invention. In the
present implementation, the system is distributed among
several locations, primarily a casino—indicated generally at
94—and an offsite location—indicated generally at 96.
Among other things, system 92 collects data, processes it,
and creates communications at the offsite location hat are
directed to players and potential players of casino games via
their cellular phones regardless of where they may be.
Because the present implementation of system 92 is
deployed on several networks, it will be appreciated that the
entire system could be located in one place or distributed
along and among various networks. The solid lines connect-
ing components in FIG. 4 indicate hard-wired connections,
but these connections may readily be made via wireless
connections.

As an alternative, the present invention may be readily
implemented with all of the components in system 92 being
located at casino 94, as shown in FIG. 4, or distributed via
one or more networks. In the present implementation, offsite
location 96 is built, operated, and maintained by a third party
vendor to casino 94. The functionality described below may
be provided to a number of different casinos, like casino 94,
all responsive to software operating at location 96 via
multiple, reliable Internet connections to each of the various
casinos. Each casino could naturally have different (or the
same) personae or the same personae but utilizing different
audio-visual presentations, as described below. And the
information related to hot and cold machines, and jackpot
forecasts and results—as is described below—may be spe-
cific to each casino or across many casinos or any combi-
nation or subcombination thereof.
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Considering first offsite location 96, a Database Server 98
collects data from the casino and stores it in a manner that
will be later described in connection with the operation of
system 92. An Application Server 100 provides support for
software applications, to be shortly described, that are
installed on various computing devices included in system
92. The application server provides the software applica-
tions with services such as security, data services, transac-
tion support, and load balancing.

MMS/SMS and Voice Services 102 relates to cellular
telephone communications that are incorporated into system
92. MMS refers to Multimedia Messaging Service, which is
a standard way to send multimedia content—such as pic-
tures, videos, and text—to and from cellular phones. MMS
extends the prior standard SMS, which stands for Short
Message Service, a standard for sending text messages up to
160 characters in length to and from cell phones. And Voice
Service refers to the standard manner in which audio com-
munications, typically speech, are communicated between
locations on a cellular network.

Services 102 may be provided by a third party that is in
the business of facilitating text messaging between its cus-
tomer and others, or may be included as an integrated
portion of system 92 located at offsite location 96 as shown
in FIG. 4. As will be described, whether integrated into
system 92 or provided by a third party, services 102 facili-
tates communication between system 92 and cell phone
users that may be in casino 94 or elsewhere. Such commu-
nication, whether provided as part of system 92 or by a third
party, is implemented in the present embodiment using a
cellular network, represented by cellular antenna 104.

As discussed further below, communication via text,
phone (either live or automated calling), email, or web
browser may take place with a player or potential player
wherever he or she may be. Such communication with those
who are away from casino 94 can be a powerful tool for
marketing by communicating promotions or information
about specific games or machines as discussed below.

Such communication may also take place via a dedicated
application that could be downloaded to a user’s computing
device, such as a smartphone, a tablet computer, or a desktop
computer.

Concluding the description of that portion of system 92
residing at offsite location 96, a Display Controller 106 is
connected to Database Server 98 via Application Server 100.
The display controller controls and provides video content
that appears on displays such as LCD or plasma displays.
Controller 106 does the same for audio content, including
music, sounds that corresponds to images to be shortly
described, and other audio content. Alternatively, the casi-
no’s public address system, or part thereof, could be used to
provide the audio content. Such displays and associated
speakers may be relatively large for overhead viewing in
casino 96. Or they may be of the type associated with a
desktop computer or on a mobile computing device such as
a cellular smartphone. The video displayed may be rendered
to fill the entire display or may be transmitted via the
Internet and ultimately appear in a web browser. Or a
picture-in-picture presentation could be rendered on any
computing device, including on the gaming device screen or
an associated secondary display. More detail concerning
displays and their use is provided in connection with the
later description of the operation of system 92.

In the present implementation, many communications
between offsite location 96 and casino 94 are conducted
through the Internet 62 via a reliable, high-speed connection.
In the casino, a wireless router 61 provides a wireless
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network for various computing devices as will be shortly
described. Of course, the invention may be equally well
implemented with a wired connection, such as Ethernet or
other wired protocol. In the present implementation, the
wireless network is implemented using the IEEE 802.11
standard, although any other wireless implementation may
also be used. Included on the wireless network at casino 94
is a Mac mini 112, which is a small Apple Inc. computing
device that is sold under the Mac Mini™ brand name. The
Mac mini 112 is connected to an LCD display 114, which is
display that is mounted with its long side vertical and at a
height and location that permits viewing by a large number
of players and potential players. A number of images that
appear on display 114 are included in the drawings and are
described herein. Mac mini 112 and its corresponding Video
Display 114 are exemplary of a plurality of such associated
Mac minis and Video Displays that are not shown in the
drawings for ease of explanation.

Also on the wireless network implemented via router 61
is an iPad 116, a small tablet computer also made by Apple
Inc. and sold under the iPad™ brand. There may also be
multiple such iPads that are omitted here to simplify the
drawing. The iPads may be used, as will be described, to
configure the Video Displays that are on the wireless net-
work. A Patron’s Web Browser 118, may be implemented on
a mobile computing device, like an iPad or other tablet
computer, or on a mobile smartphone. Or as mentioned
above, a dedicated application that is separately downloaded
or built in to the patron’s computing device could also be
used. These may be connected to the Internet via router 61,
or via another wireless network implemented at the casino—
or anywhere the use might be. Alternatively, browser 118
might connect to the Internet via a cellular connection.
Finally, browser 118 may be connected to the Internet via a
desktop computer at the user’s home or office. In short,
browser 118 may appear wherever the Internet may be
accessed and on any kind of device that may be connected
thereto.

A Server 120, also located at casino 94 in the present
implementation, is connected to the Internet 62 and to
network 50, which is shown in FIG. 3 and described above.
In many casinos, a management system, such as IGT Advan-
tage™ made and sold by IGT, resides on network 50. It
collects data from each gaming machine on network 50 and
stores the collected data, e.g., in database 90 (FIG. 3). Such
data includes, among other things, coin in (amounts bet) for
each gaming machine, coin out (amounts paid as jackpots)
for each gaming machine, and number of jackpots for each
gaming machine. These management systems store this
information and also aggregate it to produce daily, weekly,
and monthly statistics, e.g., total wagered for casino, total
awards paid, total number of jackpots paid, etc.

Consideration will first be given to the kind of data
collected by server 120 from network 50. This data is
transmitted from server 120 via Internet 62 to offsite location
96. In the present implementation, server 120 accesses
information on database 90 via network 50. Server 120
collects daily coin in, daily coin out, and number and amount
of all jackpots, including jackpot amounts and player iden-
tity. It also collects information about significant jackpots for
the entire casino, although this information could be col-
lected by machine as well. The collected information
includes the number of such jackpots each day and the total
number of such jackpots. The term significant jackpot can be
defined as jackpots over a certain dollar amount, or all hand
paid jackpots, or any other criterion that the casino might
like to apply. In the present embodiment, the daily number
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and amount of significant jackpots throughout the entire
casino is collected in substantially real time, i.e., shortly
after it occurs. At the end of each business day the collected
significant jackpot amounts and number of such jackpots is
summed for that day and stored as the day’s total. Totals for
at least the previous 30 days, stored by day, are stored.

At the end of each business day, the daily coin in and coin
out for each machine on the network is collected. Alterna-
tively, these figures may be tallied throughout the day,
thereby maintaining a cumulating count by time period, such
as hourly, or substantially in real time. Database 90 also
stores the configured theoretical hold for each machine. It
will be recalled that this is the percentage average percent-
age of all wagers over time that the machine is designed to
retain for the operator, the remainder being paid out as
jackpots. A typical theoretical hold is 8%, although this can
vary considerably depending on the game, the operator, and
the location.

This collected data is processed in a manner that will be
soon explained and communicated to players and potential
players of the gaming machines via virtual personae that
appear on Video Displays, like Video Display 114, or
browsers, like browser 188, or both.

First, considering how the data is processed, the daily
amount and number of jackpots is examined for the previous
30 days. If the next business day is a Friday, the jackpot
numbers for the preceding 4 Fridays are summed and
averaged. This provides a total number of significant jack-
pots and a total amount of significant jackpots averaged for
recent Fridays. As will shortly be seen, these numbers are
used to make forecasts at the beginning of the Friday
business day about how many significant jackpots will be
awarded and how much those will total for the entire casino.
As jackpots occur substantially in real time on Friday, a total
actual number of significant jackpots for the day and a total
actual amount of significant jackpots awarded are accrued
and periodically displayed to permit the actual numbers to
be contrasted with the forecasted numbers.

In one embodiment, the Friday average for each value,
total jackpot number and total jackpot amount, is multiplied
by a variable that ranges between about 0.8 and 1.2 to
provide additional variation in the prediction. At the end of
each business day, the daily coin in and coin out are used to
calculate the actual hold for the preceding business day for
each machine. This is subtracted from the corresponding
theoretical hold for each machine. Each machine therefore
has a number associated with it that indicates its variance
from the theoretical hold for which it was configured. As a
result, the machines can be ranked to determine, e.g., the top
10 hottest machines (those holding the least relative to their
configured hold) and the top 10 coldest machine (those
holding the most relative to their configured hold). These
machines can be recommended to players, some of whom
will be drawn to the hot machines and some to the cold. Each
day, the identity of each recommended machine is stored at
Database Server 98.

There are many other ways to calculate when a machine
is hot (or ready), e.g., total number of jackpots paid (inde-
pendent of amount), total amounts paid in jackpots over a
predefined amount, e.g., $100, etc.

The data can be used to generate other kinds of compari-
sons, e.g., during the last month, a particular machine is
hottest on Thursday evenings. Even if that machine is paying
below par, it could be declared to be the “hottest” time for
that game. The comparison need not involve the theoretical
payback percent.
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Also, games that are the hottest in relation to one another
could be recommended. For example, machine 1285 has
paid out $4,100 on $8,000 played and machine 1563 has
paid out $1,300. Also, comparisons between both hot and
cold machine may be broken down into game types: pokers,
video lots, mechanical slots, 3 reel slots, 5 reel slots, etc.

They could also be rated by group using criteria other than
amount wagered and awarded. For example, identified
machines may be labeled the hottest because they paid out
the most jackpots over $100, because they paid out the most
jackpots in total, because the paid out the highest quantity of
jackpots (regardless of amount), etc.

In another example, Red, White and Blue Games can be
compared to Double Diamond games using almost any
metric, e.g., total payments regardless of how much play
machine has, total payments in relation to play, times of day
when jackpots occur, etc.

A game or a group of games could be tracked across a
period of time: game 1242 or some group of games generate
the most awards on Friday evenings between 3 PM and 6
PM.

Games could also be promoted based upon how much
they pay for certain customers. The player identity is
known—and this often includes a birth date. This would
allow the system to collect information about all those
whose birthday is known and generate a message that ties
their gaming data to their birthdate, e.g., “People born in
January win most on Red White and Blue games”, etc.

In addition to making comparisons and recommendations
within a casino as outlined above, the same kind of statistical
data can be collected, not only for single game or groups of
games within a casino, but also casino-wide, state-wide,
country wide-world-wide, etc. This data can be used to
generate any statistical information and comparisons that
could be drawn from the collected system, including those
described above.

In one application, casinos that are linked together via a
network, which may result from common ownership or
control, may have games rated across all casinos or a subset
of them, including a subset of games within a specified
casino. As a result, recommendations could be generated for
the hottest, coldest, or luckiest casino, as well as the hottest,
coldest, or luckiest, machines, time of day, day of week, area
within a casino, etc. As used here the term luckiest may be
used to identify the results of a comparison of statistical
analysis related to hottest, coldest, most jackpots over a
predefined amount, most jackpots of any amount, etc.

Because many player tracking systems track patrons as
they spend money in shops, at shows, and in restaurants, it
would be possible to identify a lucky venue, e.g., people who
ate at a particular restaurant on an identified night or day of
the week won more than the general population.

Because the system collects and stores the coin out for
each machine, it can periodically display the total jackpots
that were awarded the preceding day, or any other time
period for machines that were recommended on that day.
The above-described collected data and information that
results from processing it are all stored on Database Server
90.

The present invention could be equally well implemented
by installing monitoring equipment within each slot
machine that tracks the amount and rate of play indepen-
dently of any tracking by the casino’s slot accounting or
player tracking systems. Such dedicated equipment could
wirelessly, or otherwise, transmit data about wagers made,
awards paid, and player identity to offsite location 96 for
processing as described herein.
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In the present embodiment, the gaming machines in
casino 94 are divided into 4 floor areas and 4 sections of the
networked games that are contained in the associated floor
area. A display, like Video Display 114, may be physically
associated with each of the floor areas. The coin in and coin
out for all the machines may be aggregated for the games on
the network section within each area and then presented on
each area’s associated display. The machine recommenda-
tions and results of prior recommendations are also pro-
cessed for each area and then presented on the correspond-
ing area display. The jackpot amounts and numbers,
however, are casino wide. The present invention could be
implemented using data collected from the gaming machines
in a variety of ways: it could all be system wide; all by
separate areas; or any combination of data, some system
wide and some from the area associated with the display.

Consideration will now be given to the manner in which
this information is communicated to a player or a potential
player. Turning first to FIG. 5, display 114 is shown with an
image thereon, which substantially covers the entire display.
It is of a virtual persona, in this case a character named
Madame Fortuna. She is presented as an oracle that has the
ability and power to make forecasts, including predictions
and recommendations. In the present embodiment, Madame
Fortuna is generally still except for the opening and closing
of her eyes and eye movement when open. The background
red curtains move gently during the entire presentation.

Although Madame Fortuna is virtual, audio-visual repre-
sentations of a real person could be used as described below,
i.e., there is a virtual representation but it is based on and
represents a real person.

The cards appearing in FIG. 6 indicate that a forecast is
about to be made. In the transition between FIGS. 6 and 7,
the cards rapidly switch positions with one another for a few
seconds. The center card then turns sideways and enlarges,
thus appearing to move toward a viewer of the display. In
FIG. 7, it identifies the hot games—by game name, SPIN
POKER-—that are associated with Madame Fortuna’s area
of the casino. This could be one or more games randomly
chosen from the list of top 10 hottest games in her area or
games could be recommended in sequential order. Because
the casino system in FIG. 3 can determine in substantially
real time which machines are being played, those being
played could be removed from the list and a machine that
does not have a player could be recommended. Of course the
list does not have to be limited to 10; it could be any number
from one ranging up to all of the machines in Madame
Fortuna’s area—or casino wide.

And it need not identify one or more particular machines.
It could calculate the hottest machines by type and could
therefore recommend playing a certain themed gaming
machine, e.g., SPIN POKER, as illustrated in FIG. 7. In fact,
the recommendation need not be tied to the data; it could
simply be for a machine, bank of machines, or theme of
machines on which the casino would like to generate more
play.

Turning now to FIG. 8, in the transition between FIGS. 7
and 8, the card recedes and all 3 cards disappear. Madame
Fortuna may sit quietly while additional viewers are drawn.
She may open her eyes, appearing to look at whoever is
observing the display. She may wink. Because in this
implementation, she is generated using the Adobe Flash™
platform, she can be made to behave in any fashion. Of
course any combination of photographic or video images
and computer-generated images can be used with any type
of suitable system for generating animations to appear on
Video Display 114.
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In FIG. 9, Madame Fortuna displays the daily, casino-
wide, dollar-amount of predicted jackpots generated as
described above. In the transition between FIGS. 8 and 9, the
amulet enlarges, begins to glow, and rotates, appearing to
move toward a viewer of the display. The glow increases
until it appears as in FIG. 9 as a ball of light with a prediction
on jackpots for the day. In the present implementation, the
ball of light rotates, thus creating an attractive visual effect
as the radial light rays turn about the center of the light ball.

In FIG. 10, Madame Fortuna displays the accrued current
dollar amount of significant jackpots casino wide. In the
transition between FIGS. 9 and 10 the light ball gradually
transforms into the golden crystal ball of FIG. 10, which
includes the current accrued amount of actual significant
jackpots for the day. This enables a viewer to quickly
compare the forecasted amount for the day in FIG. 9 with the
accrued actual count in FIG. 10.

FIG. 11 shows the total amount of dollars paid yesterday
on the machines recommended (as in FIG. 7) yesterday. In
FIG. 11, the cylinder having letters around it, sometimes
referred to as a cryptex, appears and the scroll with the
writing shown in FIG. 11 lowers down, revealing the results
of yesterday’s suggested games.

The final FIGS. 12 and 13 indicate the display when a
significant jackpot occurs, substantially in real time, any-
where in the casino. A paper poster starts rolling up over the
display to cover Madame Fortuna as shown in FIG. 12.
Reversed words that appear on the front of the poster are
visible in FIG. 12. In FIG. 13 the poster covers the entire
display, celebrating the recent jackpot by displaying $4500
TRIPLE DIAMOND, thus providing the amount won and
the name of the type of game on which the win occurred.
This happens substantially simultaneously on each of the
displays in the casino. After the brief jackpot celebration, the
scroll disappears and the display resumes its sequence as
described in connection with FIGS. 5-11.

Different aspects may be repeated rather than sequentially
advancing as described herein. For example, there might be
a sequence in which several different games in a row are
recommended. Or the recommendations might be inter-
spersed with displays of results and predictions. Any com-
bination of these displays may be equally effective.

Madame Fortuna’s personality and audio-visual presen-
tation is hot and lively. She speaks to the recreational players
whose main goal is to have fun. They are care-free gamblers
who are not searching for the big jackpot. They enjoy the
dynamic give and take of volatile machines. Losing is the
price paid for an entertaining experience.

Turning now to FIG. 14, a second display 122 is shown
with an image thereon, which substantially covers the entire
display. Display 122, although not shown in FIG. 4, is
substantially identical to display 114 and includes an asso-
ciated Mac mini, like Mac mini 112. As a result, display 122
is also connected to Internet 62 via router 61 and can
therefore communicate with offsite location 96 in the same
manner as display 114. Display 122 is physically associated
with an area of the casino different from the one with which
display 114 is associated. The recommendations and results
of prior recommendations are calculated for only those
gaming machines that are physically associated with display
122 and then displayed only thereon.

Display 122 also displays a virtual persona, in this case a
character named Xandrick. He is presented as an oracle that
has the ability and power to make forecasts, including
predictions and recommendations. In the present embodi-
ment, Xandrick is generally still except for the opening and
closing of his eyes, eye movement when open, and vertical
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movement of eyebrows, somewhat in the style of Groucho
Marx. The light in the background blue sky fluctuates while
stars, which can be seen as bright pinpoints of light, move
across the heavens.

After Xandrick is displayed as shown in FIG. 14, a
rotating spiral materializes in FIG. 15. It has a center of
rotation on Xandrick’s forehead. This indicates that Xan-
drick is about to make a forecast, in this case a recommen-
dation. After several seconds of spiral rotation, the words
delivering the forecast appear as shown in FIG. 15. In this
case it is a recommendation to play a cold game, by game
name (which may include more than one machine) that is
associated with Xandrick’s area of the casino. This could be
one or more games randomly chosen from the list of top 10
coldest games in his area or games could be recommended
in sequential order. Because the casino system in FIG. 3 can
determine in substantially real time which machines are
being played, those being played could be removed from the
list and a machine that does not have a player could be
recommended. Of course the list does not have to be limited
to 10; it could be any number from one ranging up to all of
the machines in Xandrick’s area—or casino wide.

And it need not identify one or more particular machines.
It could calculate the coldest machines by type and could
therefore recommend playing a certain themed gaming
machine, e.g., Wheel of Fortune™, as illustrated in FIG. 15.
As with Madame Fortuna, the recommendation need not be
tied to the data; it could simply be for a machine, bank of
machines, or theme of machines on which the casino would
like to generate more play.

After the image in FIG. 15, Xandrick returns to the state
shown in FIG. 14. Next, light begins to radiate from the pin
at the center of his turban as shown in FIG. 16. This presages
a prediction of the total number of significant jackpots
casino wide in FIG. 17. In the present embodiment, this
corresponds to the number of jackpots for which Madame
Fortuna predicted the amount in FIG. 9. Next, in FIG. 18,
Xandrick indicates how many jackpots of those predicted in
FIG. 17 have thus far occurred. This number corresponds to
the number of jackpots that produced Madame Fortuna’s
cumulative amount awarded in FIG. 10.

Like Madame Fortuna, Xandrick is generated using the
Adobe Flash™ platform, so he can be made to behave in any
fashion. As with Madame Fortuna, any combination of
photographic or video images and computer-generated
images can be used with any type of suitable system for
generating animations to appear on Video Display 122.

FIG. 19 shows the total amount of dollars paid yesterday
on the machines recommended (as in FIG. 15) yesterday. In
FIG. 19, the cryptex appears, and the scroll with the writing
shown in FIG. 19 lowers down, revealing the results of
yesterday’s suggested games.

FIG. 20 corresponds to Madame Fortuna in FIG. 12 when
a significant jackpot occurs, substantially in real time, any-
where in the casino. A paper poster starts rolling up over the
display to cover Xandrick as shown in FIG. 20. Reversed
words that appear on the front of the poster are visible in
FIG. 20. Although not shown for Xandrick, the scroll
ultimately unrolls to cover the entire display screen as in
FIG. 13. All displays in the casino are coordinated to
celebrate the occurrence of a significant jackpot substan-
tially simultaneously on each display. After the brief jackpot
celebration, the scroll disappears and the display resumes
displays as shown in FIGS. 14-19.

Finally, FIG. 21 illustrates an alternative embodiment,
which is indicated generally at 124. Structure that generally
corresponds to that previously identified in system 92 in
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FIG. 4 retains the same numeral. As will be seen, system 124
includes additional functionality that for the most part may
be implemented via software accessible by the system. FIG.
21 depicts a system that may be used to implement Internet
gaming, although the same offsite portion 96 could be used
to simultaneously operate both casino and Internet gaming.

In addition to the structure described in FIG. 4, system
124 includes a plurality of gaming devices 126, 128, 130,
connected to the Internet 62. Such devices may also include,
e.g., a video gaming device like the Xbox™ device made by
Microsoft. They may be connected from homes, commercial
establishments, or any place that the computing devices
could operate. These gaming devices can comprise many
different kinds of computing devices. For example, gaming
device 126 is a personal computer, gaming device 128 is a
tablet computer, and gaming device 130 is a smartphone.
Smartphone 130 could be connected to Internet 62 via a
wireless or cellular connection, e.g., via a signal from
antenna 104.

Games may be implemented on any of these devices via
a dedicated application. Alternatively, game software may
be provided on server 100, which executes and runs the
software thereon. In such cases, the software generates a
game interface on the computing devices with which a
player interacts, typically via a web browser. Wagering may
be effected via deposit accounts opened using the computing
device and interacting with application server 100. In this
implementation, all information or recommendations dis-
cussed herein may be delivered to gaming devices 126, 128,
130 via the Internet wherever the player may be.

As with Madame Fortuna, different aspects may be
repeated rather than sequentially advancing as described
herein. For example, there might be a sequence in which
several different games in a row are recommended. Or the
recommendations might be interspersed with displays of
results and predictions. Any combination of these displays
may be equally effective.

As mentioned above, the present embodiment includes 4
displays, each associated with 4 different sections of the
networked slot machines and with a corresponding floor area
in the casino. Two of the displays depict Madame Fortuna
and two depict Xandrick. Both Madame Fortuna displays
recommend cold machines contained within the respective
floor area associated with each display. This means that the
Madame Fortuna recommendation displays, one of which is
depicted in FIG. 7, recommends different games, and the
results displays, one of which is depicted in FIG. 11, will
contain different dollar amounts from one another because
each is recommending and depicting the results of prior
recommendations within the respective areas associated
with each display. But because the jackpot forecast and
current status in FIGS. 9 and 10 are casino wide, the
numbers in both displays featuring Madame Fortuna will be
the same for those images.

Similarly the two Xandrick displays will produce different
numbers in 15 and 19 for the same reasons. And the numbers
in FIGS. 17 and 18 will be the same because they are casino
wide.

Xandrick’s audio-visual personality is focused, cold, and
calculating. He reflects the mindset of players who consider
themselves serious gamblers who think long-term and who
are not satisfied with nickel and dime wins. They risk more
because the payoff is bigger. A cold machine is merely a
work in progress, and a loss simply means that the player is
one step closer to the ultimate achievement.

It should be appreciated that many more virtual personae
could be implemented in a manner similar to that described
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for Madame Fortuna and Xandrick. In addition to presenting
a virtual persona via displays, like displays 114, 122 in
casino 94, the same video signal used to generate those
displays could be provided to patron’s web browser 118,
which can be mobile or accessed via a web browser on a
desktop computer or by an application dedicated to present-
ing a virtual persona on the user’s smartphone or mobile or
desktop computing device. As a result, a player remote from
the casino can be informed about jackpots predicted, current
number and amount of significant jackpots, and recom-
mended games.

In addition, a public website or Facebook™ page could
include recommendations, predictions, and status informa-
tion. Alternatively, such a website or page could be secure
with access provided via password only to select players or
potential players, e.g., those enrolled in the casino’s player-
tracking system.

As referred to above, casino could naturally have different
(or the same) characters or the same characters but utilizing
different audio-visual presentations. And of course each set
of forecasts and results will be specific to the casino in which
the character is displayed.

In one aspect, the personae can communicate with
enrolled players, or players who have otherwise provided
contact information, who are not currently in the casino. For
example, the hot and cold machine information could be
provided to players not currently in the casino via text,
email, dialog box, or otherwise. Similarly, characters could
offer incentives to such players to come to the casino—or to
initiate online gaming, if permissible—when casino traffic is
low or whenever the casino operator wishes to encourage
such players to gamble.

In addition to information and recommendations about
gaming machines, the present system can offer information
and recommendations about other types of services. For
example, the customer could seek advice about which casino
at which to play, which restaurant at which to eat, and which
shows to see. He or she could even ask about a particular
meal to eat to increase his or her luck. And the system could
compile information about goods and services recom-
mended as it does with gaming machines. This information,
such as level of attendance or revenues generated at specific
venues, could be used at least in part to make a recommen-
dation.

In addition, players can communicate with one or more
selected characters to obtain a “reading.” This can be done
via text messaging, e.g., SMS/MMS, email, Twitter™,
instant messaging. Such messaging can be generated by
using known computer technology to receive communica-
tions and prepare responses based on key words and struc-
ture of the communication. Voice recognition may be used
in the course of preparing a response to a spoken commu-
nication.

In this manner, the system can text to a cell phone or email
address information about personal recommendations,
casino rewards (buffets, tickets, player points, etc.), or
specific promotions. Such text conversations may be initi-
ated via reading a QR code via a smartphone or other device,
sign up, or other method. An example text interaction
comprises:

Patron texts “AMAZING” to a short code number (pro-
grammed for Xandrick), as follows:

Patron: AMAZING

Xandrick: The Amazing Xandrick at your service! I see
Jackpots! “Twice Your Monkey” is past due for a payout,
Machine 789!

Alternatively, the patron receives a reward, as follows:
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Xandrick: Claim your reward at Casino Del Sol. You have
won a free buffet!

Patron texts “RICHES” to a short code number (pro-
grammed for Madame Fortuna), as follows:

Patron: RICHES

Fortuna: Madame Fortuna here, your free fortune reading
reveals riches are currently paying at Lobstermania 2,
Machine 234!

Alternatively, the patron receives free play, as follows:

Fortuna: Fortuna predicts riches on the rise! See Casino
Club with offer code Qz32 to claim your free play!

The system as described above, and its alternatives, may
be used to make recommendations that are not tied to any
statistical analysis nor are based on any historical play
information. For example, one of the personae, e.g.,
Madame Fortuna, could make a recommendation to play a
game that is “based upon today’s weather,” or based upon
the player’s “horoscope” or their “aura.” Such recommen-
dations could be literally based on anything: a stock market,
Iucky lottery picks, outcomes of sports events, etc. These
recommendations may also include time to play, e.g., month,
day, hour, days of week. And they could recommend where
to play, e.g., casino or area within a casino.

A patron might be given a recommendation that is not
based on analysis or historical play as described above, but
that is also not delivered by personae. For example, the
player might receive a text, automated or otherwise, over
system 92 that simply says: “Your lucky machine is 1542.”

And of course this message might be delivered by a
persona in any of the ways described above—or even by a
real person or an image and/or sound of a real person.

As noted above, the player can be presented with the 10
hottest or coldest machines in order, or ranked by another
parameter such as total awards, highest as a percentage of
total wagers, etc. This could be done for any time period—
hour, day, week, month, etc. In this case, no recommenda-
tion is given, just information.

On the other hand, essentially no information could be
provided in the context of a straight recommendation, i.e., as
just mentioned: “Your lucky machine is 1542.” This recom-
mendation may be made without any kind of persona
delivering it as with a text message.

Beyond that is a recommendation delivered by a virtual
persona as described above. Even beyond that is a recom-
mendation delivered by a live person, e.g., a casino
employee or agent. This live recommendation could be
based on any of the data and analysis discussed above,
or—as also mentioned above—it need not have any basis.

Recommendations can be based upon historical game
play (gathered by connecting to the system as described
above), events within the casino (busy, not busy, special
promotions, game payback % recently changed, progressive
jackpot is exceptionally low or high, etc.), events outside the
casino (day of week, time, date such as holiday, etc. presi-
dential election, sports team match ups or scores, etc.),
personal information about the player (past success, birth-
day, age, birth month, horoscope, palm reading, etc.), and
personal info about the recommender (virtual characters can
have personalities, birth dates, anniversaries, etc., as do real
characters who make recommendations).

Some embodiments of the invention have been described
above, and in addition, some specific details are shown for
purposes of illustrating the inventive principles. However,
numerous other arrangements may be devised in accordance
with the inventive principles of this patent disclosure. Fur-
ther, well known processes have not been described in detail
in order not to obscure the invention. Thus, while the
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invention is described in conjunction with the specific
embodiments illustrated in the drawings, it is not limited to
these embodiments or drawings. Rather, the invention is
intended to cover alternatives, modifications, and equiva-
lents that come within the scope and spirit of the inventive
principles set out in the appended claims.

The invention claimed is:
1. A method for promoting play of electronic gaming
machines that when played generate random game out-
comes, some of which result in an award, the electronic
gaming machines being on a network, the method compris-
ing:
receiving wagers via the electronic gaming machines
from players playing games on the electronic gaming
machines responsive to actuation of a wager input
device by the player, the wager input device being
associated with each electronic gaming machine;

making awards to players of the electronic gaming
machines when the game outcome results in an award;

tracking awards made on at least some of the electronic
gaming machines via a meter associated with each of
the electronic gaming machines on which awards are
tracked;

communicating the meter data over the network from

each of the electronic gaming machines on which
awards are tracked to a database that is operatively
connected to the network;

accessing the database;

counting the awards stored in the database during a

predefined time period;

generating a prediction for future awards as a function of

the counted awards;

presenting a virtual persona on an electronic display that

is operatively connected to the network; and

causing the persona to communicate the prediction.

2. The method of claim 1 further comprising:

counting the awards in a plurality of predefined time

periods;

averaging the awards in each time period; and

generating the prediction based on the average.

3. The method of claim 1 wherein counting the awards
comprises counting the number of awards.

4. The method of claim 1 wherein counting the awards
comprises counting the amount of the awards.

5. The method of claim 1 wherein generating a prediction
for future awards comprises generating a prediction for a
time period and wherein the method further comprises:

counting the awards in the time period; and

causing the persona to communicate the counted awards

during the time period.

6. The method of claim 5 wherein the method further
comprises causing the persona to periodically communicate
the generated prediction and the counted awards during the
time period.

7. A method for promoting play of electronic gaming
machines that when played generate random game out-
comes, some of which result in an award, the electronic
gaming machines being on a network, the method compris-
ing:

receiving wagers via the electronic gaming machines

from players playing games on the electronic gaming
machines responsive to actuation of a wager input
device by the player, the wager input device being
associated with each electronic gaming machine;
making awards to players of the electronic gaming
machines when the game outcome results in an award;
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tracking wagers and awards made on at least some of the
electronic gaming machines via at least one meter
associated with each of the electronic gaming machines
on which wagers and awards are tracked;
communicating the meter data over the network from
each of the electronic gaming machines on which
wagers and awards are tracked to a database that is
operatively connected to the network;
accessing the database;
generating a forecast related to at least one of the gaming
machines as function of the information in the data-
base;
presenting a virtual persona on an electronic display that
is operatively connected to the network; and
communicating the forecast via the virtual persona.
8. The method of claim 7 wherein the forecast comprises
a recommendation.
9. The method of claim 7 wherein the forecast comprises
a prediction.
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